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NEWS 

It's the news! What's going on and where's 
it happening. We'll try to keep you up to 
date with the latest. 
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BOOT SECTOR 

This months cover game is Hollywood 
Hustler and here's where you find out all 
about it. 
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EXTREME RACING- 

A future classic? Here's where you find out 
what the software houses have in store for 
you and this one ain't at all bad! 
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GLOOM DELUXE 

Bigger and better version of a game that 
scored 90% in it's previous incarnation. 
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HILLSEA LIDO 

It's in Portsmouth and it's grey and it 
smells. Can you change it? There's only one 
way to find out. 

ALIEN BREED 3D 

It's awesome and you'll see just how good 
it is when you read our review! 



WORMS 

The best game that I've ever played and 
that's no lie, If this isn't a classic then III 
lose all hope for the software industry. 
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FEARS 

A few maps to get you going but from 



there on you're on your own. Well we can't 
possibly help you to much can we? 
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'EVERYBODY'S GIRLFRIEND' 





usic inspired by the 
Amiga? Strange but 
true* Not to long ago 
I got a letter from David 
Pleasance the ex Managing 
Director of Corn mud tire. 
Blimey, what was this about, 
this is a very high powered 
man to be writing me a letter. 
It seems that he is involved 
with a company called 
Tangent Music Designs. They 
are David himself and two 
other partners, Edward 
Fermour, who played live on 
the Commodore stand at the 
FES in 1991 and who has a 
long and elaborate history in 
the music industry, and 
Richard Knox, another of 
these musical types. 




Essentially what we have here 
are some talented guys who 
have decided to put together 
an album of music dedicated 
to and Inspired by the Amiga. 
When I first heard of the Idea 
I have to admit that ■ was 
rather dubious about the 
whole idea but after several 
phone conversations with 
David Pleasance I decided that 
maybe it wasn't such a 
strange idea. This project Is, It 
seems, the brain child of 
David himself and together 
with two other talented musi- 
cians he has set about turning 
this idea into a reality. One of 
the main aspects of the music 
production seems to be aimed 
at showing off just how good 
Amiga technology is In the 
recording studio, David 







Pleasance is obviously very 
passionate about the Amiga 
and this. Is demonstrated In 
the creation of this, album. 
There are fourteen tracks and 
from what we hear it should 
be quite something? David is a 
firm believer that the Amiga 
needs to raise its standards in 
order to stay in the game. He 
recognises the tough period 
that the marque Is presently 
going through at the 
moment. His suggestions to 
bring the Amiga up to spec 
include the introduction of a 
standard A1200 with a CD 
ROM. He also feels that there 
are several ways in which the 
Amiga could penetrate the 



At the time of going to 
print there were 
rumours that ESCOM 
are planning more with the 
Amiga than anyone had origi- 
nally expected. There have 
been accusations that ESCOM 
were aiming to simply have 
one last hit at the Amiga mar- 
ket before concentrating on 
the Commodore PC market 
and development. This it 
seems Is not the case. There 
are rumours of an At 300? We 
have also heard talk of stan- 
dard CD ROMs. When we 
know exactly what Is planned 
we will let you know but until 
then keep your ^yts and ears 
open! 



Music industry having a MIDI 
as a tow cost optional extra 
being one suggestion. Well 
who knows what ESCOM have 
in store for us, Read on and 
we'll tell you! 

If you wish to order a copy of 
"Everybody's Girlfriend there 
Is a credit card hotline on 
0181 571 5614 and postal 
orders can be sent to 
"Everybody's Ctrlfrlend", 
Tangent Music, Dial House, 
Unit 6, Peter James Business 
Centre, Pump Lane, Hayes, 
Middlesex, UB4 3NT. 
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So you've seen our new 
AMOS pages! Have you 
written a game in 
AMDS? Do you want It 
reviewed In The One? well If 
you do then send us a copy 
and we'll pass it on to Mr 
Amiga to check out! The 
address is, Mr Amiga, The One 
Amiga, 16-17 Holly bush Row, 
Oxford, 0X1 1|H 
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DESERT STAR SOFTWARE 



pnn you believe It. Vet 
again we bring you yet 
another storming game 
with the One Amiga, your 
favourite Amiga mag. This 
time we bring you Hollywood 
Hustler? This is the game that 
was reviewed in our October 
issue and scored a big 85%. 
Here's what we had to say 
about It, 

"This game Is really good. It 

will probably only appeal at 

first to those -of you 

who actually 



like poker or who like the Idea 
of knowing more however 
there are several people in the 
office with no prior knowl- 
edge of the game who have 
ended up really getting into 
this game. You have three lev- 
els of difficulty, rookie aver- 
age and Hustler. This means 
that even as an uninitiated 
player you should be able to 
get to grips with things. Hell 
that shouldn't be a problem. 
The play is ha sod on some seri- 
ous research of real poker 
players and the bluffing is all 
involved. Once you get 
the hang of 
the 
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game you 
will start to pick up 
all the bluffing tactics that 
are involved and then you will 
start to see what's going on 
and how you can play your 
cards to your best advantage. 
The manual gives you a good 
introduction to the rules of 
the game and from here on in 
it's down to you and 
the luck of the draw. 
Vou can play either 
fifteen, twenty-five or 
unlimited hands. This 
game could go on for 
ever? Well 999 hands 
anyway.... " not bad 
hey? There's more.,, 
"I like this game, I 
mean I really like this 
game. Hollywood 
Hustler Is as refresh- 
ing as a cold lager on 
a hot summers day. 
Here is a game that 



been nurtured 
throughout it's creation. 

The developers of this game 
really look on it as their baby, 
well that's the impression I 
get anyway. The whole pack- 
age from the innovative bos 
design to the game it%<>H it 
something new. This game Is 
nothing like your average 
computer game where you 
face impossible missions or 
take on implausible roles. This 
is a seriously 
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researched game. 
What game Is it? Well it's 
poker. Straight and simple 
poker. For those of you who 
know nothing about poker, 
let me tell you that this is one 
of the finest card games 
known to mankind. It Is a 
game of luck, tactics, bluffing 
and money, big money, for- 
tunes can be lost and made 
across the card table. Until 
recently I to was one of the 
uninitiated, now however I 
am worldly wise. Poker Is a 
lot of fun but this game takes 
It to new heights. The playing 
screen of this game remains 
fairly much the same 

throughout the game ,, 

The game is all part of a 
story. Vou take on the role of 
a man who is having a very 
bad day. You are on Sunset 
boulevard, a strip that runs 
through all that Hollywood 
has to offer, glamour, wealth 
arid endless shattered dreams. 
So what can 1 say. The game 
was priced at £24.95 and 
available through mall order 
but now It's free with the One 
Amiga. 

LOADING 

We still have our rather sim- 
plified loading procedure and 
this month as we have the 
game all on one disk It's even 
easier, no insert disk two 
prompts to follow. All you 
have to do is stick the disk In 
it's slot and then turn an your 
machine, ace or what! Well 
you think so 
-. «-*, when you get 
your sticky 
mitts on this 
game. It's one 
hell of a game! 
CONDITIONS 
During the pro- 
duction of our 
cover disc, we 
constantly 
check to ensure 
that the quality 



of the disc meets our readers 
requirements. Whilst discs are 
checked for virus's, may we 
point out it is the readers 
responsibility to virus 
test the product prior to 
installation. Similarly 
prior to instalment, you 
should check the shutter 
'of the disc, to ensure that 
It has not been damaged I 
transit. This is best done by 
gently sliding the shutter to 
the left and allowing it to 
spring hack. 

Please note that neither The 
One Amiga nor Maverick 
Magazines can be deemed 
liable for any problem arising 
from the use of the discs. 
Installation or running any of 
the programmes on the disc 
indicates your agreement to 
this condition. 
TECHNICAL SUPPORT 
Problems installing the game? 
Then ring our technical sup- 
port line on 0891 715929 
(weekdays 10am - 12.30pm, 
1.30pm - 4.30pm) who may 
be able to offer useful instal- 
lation advice. Calls are 
charged at 39p per minute 
cheap rate and 49p at all 
other times. Please ensure you 
have the permission of the 
phone owner before making 
the call. 
In the unlikely event your disc 
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is damaged or 

simply doesn't 
run please 
return it to 
the duplica- 
tor, Tib Pic, 
Tib House, 11 
Edward Street, 

Bradford, BD4 7BH. (who may 
be contacted on 01274 
736990) with a stamped 
addressed envelope and two 
25p stamps. Where It is a 
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duplication fault, the postage 
will be returned along with 
the replacement disc. Please 
note we do not carry stocks of 
replacement discs and all 
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INTRODUCTION 

Hey, Iflrfiei all *Hoao Dloops ana iitelBE& 
cartoon characters. Welcome to ths 
real world lhe real ha'd-co»e flambiing 
world of HOLLVWOOP HUSTLERI 

HOLLYWOOD HUSTL6H is. lhe produtt 
d1 a creative collaboration between 
two ttfOtrwra, Rabin KBUn. screenwriter 
ft .MiiefisncBtf HkUlyvrfoad movie-work) 
hustler, artfj BridgB intomofitsnal & 
Mattta tjrad Oava KMTi, PTiD • a.k. a. 
~i7» Doc". TUb rtfutt ii the utttmita 
card gams, not only bBtSwS* ol the 
vyliQHV authentic arid compelling nature 
o1 rts plav, out also ifs innovative use 
of difrnal B'sphics ar>d samp-ted sound, 
which provide e ne* and MOitinQ 
(rentier of realism. So. now Friday 
nigM.- 'Saturday flight!. ■. any night,.. 




CwM U yeut focky night punk! 



THE STORY SO FAR 

1 ecui'l tea Iha Dm*. Hut ire tote. Seerni like 
I've been walkinn these streets Fur" &vQt A 
*«jn up ahead refflinda «ni thar I'm ai 
SunBSI 5u"S»- Ho.ila ward that legendary 
pjihway rim mm Ihrauuh the y'amoiir ard me 
sleaze, the draam* jnd The nightmares of 
Hollywood As I stop it * alfSSI corner, iht 
spicy arortia, Hf Mswean tonal tuts mo hum u 
l-il* '''iphr rtins^ epposile lhe depf-eaelng dmon 
erf Mxr/Mdrt mnic minftH* *dh it* hum aF a 

lUKM siun irLiT. H pOkOr duo nUXt-lfcH.ll A 

hidden gutt n-l Hind inatchev d[ a I*HW an mv 
haeid. 

Icr, ohm cine of !hoo» dart, you know the 
sort I m**il I B^llJu^d , us lorn™ from If* 
momeni I wake thart today wfl* flOing 10 ha a 
bunmn.. wlh B cap«f*t B! I switched ort 
Iha r«r>3 ID hear a warnvig U'al Iha S*ofa 
dnas worn due 10 (til rrwin. IMtiat au H 
that cruwn- prtnc* r,1 L.A. npvelisit Rayrneixl 
Chandler uid about timeo when lhr>s* damned 
desert winde blow' - Airflfiins tan htpptri " 
And aurs enough tatSarv rt dht.,. in 8po*fl 

I i-allad irrto wo* - !* like any jiom-sal day. I dfiV4 
Ona> or ItiiiHi poDtv tour buMfi o^4r ^| Uoivfir^al 
Siurtias. Candyilripeit (K>mT(ni«ii, full of 
siarry-evud fniinlins 1ram homelDrtTi U5A <nd 
ug«r grcips \A emm teUfWl junniina 
sHponiivo c*m**je. ■flt»y foots, now k*V» 
0tVrn# ^*V/vfl that Qtcmt HrerlB. frww fi* Twit 
ComfTMntfrncTits rii/cAW r^i* w>«^ Saw.... " 
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Doil'l Sik me wliv. hoi today. ilHoWfl at 
weii;ing x% uaAjfll far the WBBflrs erf tho 
machaniiieol OscmJoi in Ifi 0*1. I *ayo iWalflh! 
on Momwm tat**. *rrm| Onarre SCerws of 
jngry baptiind OB»s»fiDiira B(Kl Meiar-ipnuiing 
camera*. I wai beii* d»J>r my tarda, An 
in(U«l caraBT-mOvo tarawall tH* land of 
Dfoama and Monaiy, hoKo Wslfaro' 

Armad wilh i hrui p*y-el)«eli, I nra™ » snir 
lotal bar »nd pme«d*fl la pet dfunk Still, 
jlnipitB inv b*rt luck, at laSil I knew thai 
lyjftins tor ma at hpfl«* fit nr^ lailhrftil e"*r 
lowing babe, e*rt)i» Vnlh thai -.iplrflinij 
rtuught. I donwiad a final bwr "id htiBded 
batk IB our jpaitrtlMI. * cheap but c*l«*»tul 
pBO m an« *l WallvwnDd'B 1»« nlit™ 
nainnbchwdr- !lowa«(. on srnoing. Iher* ™B5 
ilo lugn rH bWbia, nnlv a fofeded 'iQW *v>iti inv 
name on (tw nTOBt- Fumy. fH> tOHi. I opuiwd 
it. Tha firtt »of*i were wynething abou! beinn 
ODntuied, lh* rail you can <ent twrwoen It* 
linoa 1 L'k* great pttilotoon*™ thrrjuol'ui'r lf>« 
tg«, I lit and {gretemiillttd my He, lhe 
crumby Mil* of my aju'aisnce. Jahloit. end 
now b»tJ*ls«l J Had to itart makinD *nma 
UWlaKKia, like COiinc and big So I *d, I hit 
the bank) tout". 

JuSI ei the rv* w«* nmninn dfy. (heie «act a 
knock ai the door. My he*l ikipped * t»*l I 
ThOuoIiI. 'its a* ***« a mrs*a*e, SAe 'S Dec* ' 
TVH no, il rtS4 HJll ■ IBUO man heanng y*I 
mar* good nawl. SeWW I »oa behind on my 
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It4 Oalre ma sama papvfS Shd I g^iva him L'la 
tgy*. Coniidwmfl lw Ihingi mnsm uwihft. tear 
oxchamga. I gunaa. 

Anyt*<Vr hack to m» fc>n*tv atreH Comer 
wuh muw-miated ay**, I lack arcund »r rhn 
jlii-pi'ituir>o lighia of KoUynXWd, crapned like a 
morh in Hie evaft Dnghter llamE 01 rhn 
surrounding metmapolis ol LA lot Angelev 
Soma talki call it the Sty o* Loit Angels Now 
I was pne or inn kis: 

THE CAST 

JQf A weiroT p"0*Sy °* *" S^nea, Mw 
hovaio 3**ni rtioai; erf ttiat dstade on another 
ulanai. jnd much Orf CtWB lima since in a Son 
Hudrihisi ODmlnurtS, Job now m»8i39» »» 
PuTjpr*.r pomo-theater etjfu44 iha atreel. 
mjwevar, dora'l bu lOOkXJ bv the shirt and He. 
hn'i still aa wfty-out as avar. Olnl manl pad-me 
Qhi! - y* ckfl' 

MONTAftA SUM ' The BdKiavihat unsavory 
tf»(f Irom The fflner !!•« TO the club. S*m * g 
man af mei>r "Int*, frarn ttflMt W hraafls, 
Bjambllfta W olutlony. He hJI! kwos his owr» 
cooking, esoecidBy huj mtamaul fuuVhot Chilli. 
So ^Du'v* been marneoM 

CHUCK ■ 'Wuuia-tW moyic star wlid wOfki ai a 
i m U B J e l l l M ttie matol duvm lhfl bloc*:. So ta». 
I%t riqDDd uaodlOflk* haven't lanrjed him any 
major pane, though, ibey heye yTiranod a lew 
ptftlhotj. Irom jaoaout hutfrands. 
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JfttHlf- Mas A:IKid3lr ■ A prsn-y. smalltD.*-' 
girl who car™ n> E*srch ad Iho fUlniluW 
Dream, but tOMfld onry a MMalk-on.tBkft 'am ph 
role ar the erotic febettl kHir-3e neaeuy. 
.lackia's ana kmSly and eaakuaiceWd chick- 
Have yo-.i gnr what it lakes 7 Could you be the 
g,:v iha: rakEa hor anpraif t^om ^t all' 

LOADING 

APtaf enawn/ig thart a joyatklk »* ncnnocicd lo 
your machine, rflaefl flu IMTFffl DI5H. and 
switch p<i Once VW hava rdmplaEfHl iha initial 
pr<snecTian check, yau wJl t» ottered one of 
Three choices: 

1 , Do nothing and yuu «"H »•« the tull lrt/0 ■ A 
muel tor all tVil Tima players' 

2. Prem the life-bdncn Ice an edned yefton n 
the InifO 

3 r-usl- R.ght >nt dmart eTrtry IS lhe nil*. 

DISK SWAPS 

H oniar not ta detraet from HOLL-CWOOE! 
HtJSTLEF''y gnrwral cinBmalit dtyl*. a« disk 
meteages have beep ^'minprad. 

Once you have nomplaled the atfldertl ikjnang- 
in pieceai end the nyiice boxd haui appaarad. 
Insert the GAME t?lSK. Than pie»fl lh* fire 
butloii lYhidl is lhe yewal maihod of 
advencma ThrougiiDul lhe gama. 
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'tVhen the gnmn a. (Ma> eiKJ lhe .Vfii™ <*o-f has 
diBDOyad Iho Ureal ouwome, 'YOU'VE WON.,,' 
or 'YOU OWE,-', iniert Bib tND t»SK and 
uravs lhn llra-hutton to updBl* iha "Pie dB14 
and run Iho aparownaia nnd sequefwe rh» 
Dame altars three varied e>icWl£t dBpnndant 
ijfX/n |he level ol vOu' HK«nse. One a alight 
nasi, ant a dfthrtTe pain, and the rlwcj... TOP 
HtSCOttbS MUSTLETI LtVH OMLY... too |H[ 
tar worda! Atl** 1 eaperaancana vow lain *nfl The 
fmal 0/*1lTJ! are eel ecr«*n. Injert lhe GAME 
DISK once more and pross lhe hrt-bifflon. Iha 
wit faium you to the W5S Mtmi and alloiv 
you to etaal a NEW OAllE. 

NO It To finish an UWklMITED GAME pleas f- 
or the kaybpaid ihn will updaia The /# Seaee 
Itamo and rol the rolevBivr ano lequnite. 

DISK & OPTIONS MHNUS 

WtlBTl ua"">g <he DISK MEND Ml* 'if step you 
linmi normallly lake i4 to decifle on The mariner 
pi pama vcej wish to play 

1 . I "ess SELtXI tl-Vti. to viaw the OPTIONS 
MENU. 

3. Move lhe Cursor over the level wo will-- to 
plev - BOOrilf, AyERAGE. Of lor iha nod rnaW* 
fair*, HUSTLER, enol pmss the fire -jhiiImi 

3 Nfln, using iha unnt itiarthod, aclBci tha 
number of tlamdl you wanl 10 ula¥ ■ fB. 28, or 
for t hsevy srasion. UflL'.MI 1 rl) {999 Handsl 
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At thas pc"it. you can apt to vlB-w the W- 
SCOitE tab's lor lhe l*»al yw have chgien, or 
irmvn dractly to itart e NEW GAME or LOAD 
an eld. 

SAVING A GAME 

A.T 014 ■wd n1 fl*.~h hand - i.a. when th* Scare- 
Sex is nn scrOsn - HWi -^an rjntE Lhi3 yaii'm bf 
P>t^i4aing (Mi rh* hftybfufd. rcNinwRd hv *» 
hro-buttan, Ttiis will raEuprl yau la iha DI5K 
MENU, wlm VDU G*n rtwn h!k( SAV£ OAME. 
nnd seix# v-n*ur ciirmnt aittrnnpl. 

All aavfiK v* iTr.irad on iha faAMt DlSK, which 
must always phihiii with «t» inri1^|aMtf46Cb<tf> 
fftr».iS¥<H-l 0*»fj ^vrt ror fltitfi <?f !t» nirw 1yp*i 
at gin* cm bu siravd an ttus disk Th« GAMf 
DISK tail Lw ^Mfy &0|Di§4. Bntf it is snw.ngly 
rAirrifrirrifirdrd Thai vt>.i makD all yciur saves ctn 
a capwd varikri. tfiut. nvai^iy i*nf risk riF 
LtaiTOO* iXCi^nnfj- io yow onpn* dish. II you 
wish ia iTQre mnrt than Dtw save ol 4 cmk 
Invnl, swiifjJv nato -aTiwUtt* c*p^ of ih* GAMfc 
[3ISK. pngr rn play and prococt. Tram tttnna. Y-tKJ 
can now -MhiLf a r.ev> anOHi *l>-T-*T <K COrirmL* 
WllH Hh*3 *Ml«in|] m^*J tjy F*»*M*g h£* GAME. 

RULES OF THE GAME 

Tha bask rule* or Fira Cord »«" «3*e* lhn 
ctuiic American 0** room end casino name - 
are raasanabiv simple, ihouryi 1fia lacteal 
aaaiecta. orf plav are a lad Kioe oomptae n you 
win diacew leur ■ 
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1. At 1ha siarl of enty hand BSCh payer 
dapwil* So ici tt ! * poL. you: opening staka. 

2. You ora then deahr fn,t t*m. wtnch roffcit 
ih« rjus o' your land. 

The various type*- a' hind are eaiad below in 
asainding nrdar ol value „„_,„« 

HtGN C.ftHU ONLY J+ 3» 9* 7* 6* 
PAIR Aa>A*fl*7 + 4+ 

TWO FAIR H> K+ f W .-> 4* 

THREE OF A KIND 5* 5# 5* 4*>E» 

STRAIGHT/RUN 2+ 3* 4* Ka> 6* 

FLUSH ,-!# <i + 6 * 4* y* 

I Ul L HOUSE 4+ 4* 4* &♦ 6*> 

I OUR OF A KIND Bay B# 3+ 6* J*? 

STRAIGHT FLUSH .§♦ &♦ /+ 8* 9+ 

NOTE - Aces in counted is high. 

3. After answMTD the patenrtBI al your hanil 
you c#n airtiw «0<lllW4 Or OftW. the litter 
move casting vou Dnlv voui nriojmal stake 

4. If you dKnto to PHW4 **ah VOu' fund, you 
will enfcbuntor a ro-jnd at barbng, attar rthich 
yOO can change ml Id 3 am 

5. The batting then conlinues until ill hut on* 
rrt The plsvwi 0W, Of all Wofe remaining 
CtiECH inrJ ixphi rhair cards, enhAi way 
orOfluCiiigi 4 Kn^nar. tf several hands art dosalv 
matched, oicri player's, caids *«l be compered 
Ui the last leatura to determine lhn winaf. 
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lrc-*»rnr. fliovld [!*o of nice 'imt/i ba 
completerr Had - i.*. ennmnrrg tarda at 
id*>i!ic* value. itberL in iJ-Herent hits - Iho pol 
iv* ba soli! noojlty among [hs players ii>vc*vnd. 
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Thy illa-rlralion above shoivs ThH game control 
panel, through wtHCti you LDimniiicili your 
decisions by using The Icakjwilna, «l>npl» poyiliek. 
COmnrundi- 

To WJW imni nyitk± to wleM ths comer 
<air panel *n(j iwsei tl>a irre-buHcn. 

In (.'*« move jorabek to ragheghr frw 
required panel and press rh« tae-oulloni - This 
will GGS-l you the amount featured in Thn toj, 
though sonumwi [he **ims ^ill ba nil if you 
I'-sypei' 1o ba trie fWsi playei or Elvis* l>elO''Q 
mi tuna: declined in tmfca a bat. 

1-0- B£TimiS£ man irjvstick ra wtivain lhn 
apfinvnaia ojnal. [hen pfaaa tile finr-butlDn 
Mft'ii'u Che- irjystick tJP now aacvvt you TO 
■mm youf bet in stages between 110 jnd 
ajS. Pulling DQWTJ iull In^er iha arnount if 
VOU happvi te ba a tad too naoar. Onoa yog 
hawa sonlcd on your gmiWlt. ji*M praaa the 
<lfa-bulEbn aoain tocanhfrn. 
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CHANGING CARDS 

A[ [ha appropriiw atsne :ji the h*ncl s eunar 
writ appear round vrur 'irat card, fou car- now 
changO up 1o tTira« e*da : tfipugh v' vaunt if 
Lady luck Ms bnon ;*JH T Und vmi ma* not 
wis'i to cnanue any. Uaa the jovatick ra mav« 
tnom card tD c»vd. Pu« DdHMJ un nemnv* 
unwanted ca*os, or push LIP to matore- a rafd 
in nit ny*iYi ol *i •/"a' Whan yoy HfJ* 
tanahad making VDur ducarda. tlOLU lhc nra- 
hutton Down ai»a push KiGHr v^uf ne# 
cardL, it FwiunxtRd, will Than ba rtaalr. 

THE COMPETITION 

Must tumpulw Lard-UL*rji*t OHI be Fun ftV 4 
whUit, feiur nvflriTi.allv Thny bARMrhi rw"dinrahl*. 
nnd baring. Hawcvw. HQtLVWOOD HUSTLEfl 
ih *ti»yitjni irflch rrir* yfly pi^v. you canvwtar 
oppEHinnti Jdb, Chudr and the to(r*ndiHV 

rhaHnrrgB-. So, |ust Atinn vt>.i ninfc yw'vi Ijoc 
Df' SlTfri auEMd te i/JlhSM n bi'MfB .. "*'" 
Ugtw vim iwit y l 

"Akrw^ Vciu'int HflatPV iTWtfc it *fl »ih* tfrSav* 
tpbJaf, haih- Afi. tun iVaitch out nflift una 
bvciuH any af Hitw huvb- can rob a' you of 
ram Liiflutf pwsnion anit knock ygu mi-jWii 
bairk iroa cha criJil dnptfis of abt:un*v . Id b* ■ 
winnur ai HOLLYWOOD HUSTLCP. V ql, *yij| 
rwHrti r-!i t\tt onn rntiavi carrl pliyaV a gBniiinn 
Irua.lBf worth v a* lakinff on the bait v«gji has 
[O ul Is- 
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LMta ajaan BflnaptaaV Lard-oamai, vaur 
opponants tlaii'i hau* the povuv m CtlMt - i.«. 
IKiasusu knawlediK Df yaur hand. Thfly rtnn'i 
notul TO 1 Once aaufH plaved apainst 1hase 
guvs you'a kjiaw t*iji andiciAi intelL^eyiCo ift 
hfrtf. and **=th a vwiDaancc- 1 Tiiay walcn, "he* 
hiten.. thav anH,j8-., and «i you,- darkwl 
'i -ji-iynti. you cou-d ba farEHvan Inr thinking 
ttiav'i* acuwlly... no, itiH'B tflly' 

CARD-SCHOOL 

ir trcHF. tli* liMI«t Jul yuu are int witK whart 
kroks hka a Ainrwio hv*d *ry H> k*flp Clt* oitiir 
rU*v*c& In H >t>nih «s pcasibio - don't scare 
tfiBTn ctl irvfth rtihl btjiiirtg qfvl. Lhfim L'ic 
tl'-sfiLT to change carte and JCCfHirp 91 ta#l 
£orno; ^Aiblftftie uJ 4 tatianrl hamd - before 
going the i"itiD*o hog and rflcrmg rip wiiti A-ZSl. 
It >4 PtOL ^irjugr 1 . just lo vwti, thn art af rh* gams 
b tn win anough, c*TT«-vily * V*J worn Id Jnakfi 
Tta nV-5«pre tables. 

1F vr>dr fund ■>. only a'.*rap*i. y<Ki tould rxy [*D 
.■iiprL'h'K tfi« uddx at victarv by upping iha 

iT*ns a. lime, hjopeiufly qaTtcou-raQin.1 warn* lh 
the atheri fa droi: inri :hnrnbv narr.™ AifiQ ihA 

OplK'tHCiLHI. 

If your hard i L&elass, basically ttia fxn.orlnal 
OTKk of ** it 1. VDH lM tticl«si Dtcv and 
rninirnm your lusins. or it yiiLiV* r*4l.rrrj 
advtiiViuroua. yixi uuuld try To put! a bluff with 
fcoma haa*> twrwijl rjrj, | s*d IWttJrlft nffl 
pdlir^l - lhat cornn laics - : 
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With *r«a plavera nil in *• gam*, mc+i 
acnot would be unaoVlaibte, Ho««ii*r, i«nh 
orriy on* playaf contranting you, it could wall 
ba worth a uy. In fai.1, a canaii^ daon* ul 
bjufltagj and t"«iCOl»y is B'«*niHI if lay Aish 
ta avcid bactyninD (do pnediclibla to vrxjr 
oprxnvi'la Thay'll uao Ihaae Same Cunning 
le^hniqufti and manrv mora againsl >ou, you 
can hniffli*! 

The nait steH ill your e*d-aChoel •duCBIInn 4 
10 £[*ri Vrialctnng anl liEtenang. For instance, 
horn many cards, did vo.ir opuoii4Kll ClUrlQe? If 
ihtoB, man iha maiH n» oouig h»y» had waa a 
Pair. II {ana. possibly 1™ Pair, four cards 01 a 
Flush Of u4rnapB Iha mBkinj]* nf a Swiight 
Now l<4'4 apt irrorg ivith a good hand, a real 
humdinger or panfiaps soaolirtaiy liloh, In ot4er 
Id Fjrtl*" fOlvv rh4 Tnvsrnfv nnniidnr how 
aaojfer ha wax dunng 1ha h T s1 atapu -Y btfUiPg, 
■nd how fit- leval o1 h4 *nihtl!isuini hat 
Oliangert. Apoly 1haxa lccJirnques to all EIyvh 
players and you will begin to undetland the 
nHhlDf Iht oama. 

SNEAK PREVIEW 

Imagine the scana... rt ia Iha laat hartrj ol ihe 
scaaiDH and you St dainafanaty clou to 
baiting itia top acora on Mustier Level, a niera 
iinna'a throw fntirn *Ch«ving lhn; tioal 
i^lyslefiOvs 4nnVig. You have three Acaa and 
lhn fin is hnaying with ciglit fiu'id'ou buuka ¥\ 
il. AM thai starali bO!WO«n VOU and ytetOTV is 
iha tm Man htumtt.. 
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SHrfl hat been quia! all nigrK, barring 'lis uaual 
•nlloiiianad outburate, bui now It* n chueWng 
thoaa chips about like- bar-nuts. 'Hetsr ^a 
fT¥pnry-ff™.'" leaCMirKf* round the huslwd club. 
AKhnugh Sam's had a *Bn rare «; me lahie. 
ri's certainly dena nDthing in dampen hia ttarii, 
» On* -V^tfv Waiuetl wiB vOue»l 'It ht Jatl 
zmjitficd, ' yon Thir* to vixiisalf, ^of is tirtt 
ostVy a toad ^omtf i^r- -s guf fr>Bf a.'' 

Fur a brie' moment the pressure plays tricks, on 
youi sansfls a Drajtfl Ol *««ln partum* warts 
tDwatd you 'rem out of nowhate, and rna 

image gt « beauoiui eufi'isa flashes twior a vour 
eyes 

T-lM* iha pot r-aanhkea a rhouHBTrd. a cool nrand 1 
Funriy how hot you're feeling, vour throat dty 
antf your pDm* esarnmy Suddanlv Iha floor 
beneath you shakes and fha lighrs brin'lv lail. A 
■light eartti ti»nii> Well. ihu. ia LA. 

ttow*ver, you decide it's an omen and dump 
ygw ear*. Slim wkei His pen vou* mind 
instantly faai with a flood c-1 second-rhoughls 
■IX) eikjni iL-uriea Waa Piers a battel haul 
lurking :hoia, oi nottilng mpra rhan .lac* hiohr 
A [B*l [werfHaLK ca^at blufff Perhaps ycu 
shoukj'ua chackad and paan hi) c*rde Bur yai 
didn't, bd you'll never know. Vou staingle to 
eons* yourself with iha feci then you're si 
least improved your standing m thn Ph ."icara 
L*trla MOennhra!. C Slim fixes you wlh his 
usual InscruTahHj iT»r» and hollfirB Oal. 'Wj/ri 
mice, hahtr 
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QUICK GUIDE 

BLTTTOM PRESS General commancl lo 
BduarvDe the turrnft. Connrms all 
■iclections. as well as acknowledging 
i:luiii()i; 0) Disk, dBjJCNJitinfi opening 
stake, clearing Score flo.it aic. 

JOYSTICK UP rnCJOflSrSS; v^lut rjl ytHji 
Batiftaise, or eor.-ects error? in your 
change of card*. 

JOV STICK DOWM Allows you to 
isimve tinw»nied card?, during change, 
or decrease value of vour Betifiaise. 

JOYSTICK LEFTfRtGHT - Mkjye5 cursflf 
li^clt and hjrth dlonrj your tards when 
changing. Also, a RhGI-fT PUSH, 
comdinorj with HOLDING DOWN Iha 
lite h-uiton, ceftftrmsj you cholts ol 
discards, 

KEYBOARD PruESS Q ■ Enables you in 
BXfl 1h« rj»rnB and raturn to Ipjb Disk 
Menu. 

KEY&0AHP PRESS F FeUuftitS tha 
finish of an UNLIMITED game. 
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PLEASE NOTE 

THE 

HOLLYWOOD HUSTLER 

Software, accchmpafiying 

literature and general gams 

concept are protected by 

copyright law, both in the U.K. 

and Internationally, 

Unauthorized copying of any 

description ig strictly prohibited. 

Anyone found doing so will be 

prosecuted under criminal law. 

© Desert Star* Software 

1994 

Digital tiiaphi'L-5 H Sound 
Marketing A Design 

- ROBIN KEEN - 

Pi DgrHmmirvg 
DAVE KEEN 

AiTiiQd Programming 
- MIKE MnALLISTFR - 

General Programming A&gisiarice 

- PHfL graham - 

Marketing Assistance 
GLLNN KEEN- 
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They brought us 
the excellent 
Time Keepers ,an 
adventure in 
space and time. 
Now they bring 
us Hillsea Lido, an 
adventure in 
Portsmouth! fust 
what are Vulcan 
software up to? 
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spent several yean living In 
Portsmouth and 1 have seen ^ 
the wonders that the real 
Hillsea Lido has to offer and 
believe you me they are not r^ 
all that wonderful, however 
now here is my chance to save ^J 
that concrete ruin that looks ■ & " 
over some rather muddy pol- 
luted looking water in the 
Portsmouth vicinity. 
The game Is all controlled 
with the use of the mouse. It's 
easy to control and the idea is 
very simple, You have to ere- 1 r 
ate a thriving tourist spot 



P 

. .^ M^J u ft , , , **3- fj*;- ' -*, £ ,' i 



* ? * 



i*> *-^ <<b> «- ., «>*"» • 



f * HIRED 



his is the ultimate sea- 
side management game. 
' that there are a lot 
about but this Is the best. If 
you always fancied running a 
stretch of promenade, a pier 
and a bit of beach then this is 
the game for you. Personally 
I've never realty thought 
about it. Running a town or a 
theme park seem like fun but 
a beach front is not some- 
thing I've considered. Now 
though ft Is on my list of 
future possibilities. Hillsea 
Lido Is as much fun as most 
simulation games. It's set on a 
much smaller scale than some 
of the better known manage- 
ment simulation games but 
this doesn't detract from the 
fun of the game. I've always 
been a big fan of such games 
with Sim City being high up 
on my list of favourites. This 
is a strange game though. 1 
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Hflfl BURGER! 



BIG HflflBURGER STRLLP 'THh.IH-SS 
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along your beach front. No 
problem I've spent the whole 
of my life living on the 
seafront and I must know 
what makes a successful 
tourist trap. Not so easy! I 
soon found that this game ts 
actually quite a challenge, 
There is a lot to take into 
account. The preview copy I 
had tried out was unfinished 
and I had no instructions so it 
meant that I could put my dis- 
mal failure down to these two 
facts. Now however I had 
absolutely no excuse. There ts 
a great deal more to running 
Hillsea Lido than 
meets the eye* 
Financially 
\^ there is a 
*t, A lot to 

i budget 
for and 
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it's not all that easy to bal- 
ance the books- There are also 
ail sorts of examples of gov- 
ernment intervention, health 
inspectors for a start. The 
whole game really does repre- 
sent some serious challenges. 
You might get a superb 
beachfront but your prome- 
nade could be falling badly! 
it's all down to how you 
spend your money and how 
you put together your shops 
and services. 
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Publisher : Vulcan 
Developer : In House 



£1 2.99 Mo'i I Order 



Hard Disk Instollabk 



Mouse ana 1 Joystick. 
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is game is very like 
Theme Park. However it 
isn't in my opinion quite as 
good. It is on a much small- 
er scale. Despite the fact 
that this isn't the best 
management simulator 
that I've ever played it is a 
lot of fun. also I have to 
confess to being a bit of a 
fan of Vulcan Software. 
Time Keepers was simply 
stunning and although this 
is not as good it still has 
the same wonderful pro- 
duction values, the odd 
sound effects and the same 
great graphic style. The 
graphics aren't however 
state of the art and the 
movement isn't the great- 
est, it's rather jerky. 
However at the end of the 
day this sort of game isn't 
all about graphics, it's 
more about gameplay and 
the gameplay is pretty 
good. The most Important 
thing about the game is it's 
value for money, if we had a 
score box for value for money then this would 
with out a doubt score ten out of ten. We are 
comparing it to full price games and it stands 
up reasonably well but this game is only a mere 
£12.99. Now that really is a bargain. It's also 
packaged in a tiny little box like Timekeepers. 
This is part of the mini series and i like it. 
Small cheap games that are of high quality, 
and really why do most Amiga games need 

h huge boxes when they only have a few 
discs and pamphlets with giant print for 
instruction manuals. Well if you are looking for 
a bargain game this Christmas as a stocking 
filler then this is it. £12.99 isn't cheap but it's 
cheaper than a lot and it really is a bargain. 




r—>W 






flfV* *% 



A 1200 



Vulcan won't he releasing any AGA spefifc 
versions of the game, but the ASOO version 
runs fine on our A 1 200. 



Yoii CD32 owner! are stuffed though. 
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With both Fears and Gloom already in the shops, has Team 17 s latest Alien 
Breed game come too late? Let's join erstwhile editor Lee Brown in his quest 

to find out.... 



1 1 all happened so long ago 
now,. Doom, that is. 
Actually, that's not true ait 
all, because Doom only hap 
pened about a year and a half 
ago, and that really Isn't that 
long is it? It just seems like 
ages because there have been 
so many different Doom 
clones fn the meantime. That 
is, of course, on the PC- The 
Amiga has unfortunately had 
to wait all this time to receive 
it's third Doom clone. 

Of course, if you want to 
find out what I think about 
the game, you'll have to go 
and read the verdict box 
that's hiding over the page 
because as usual all you'll find 
out in this 
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extensive overvi 
is what the game i 
about, how it works and 
the whole caboodle. So, 
what have we here 
then. It's Allen 
Breed 3D, the lat- 
est in the Alien 
Breed series 
from Team 17, 
and to be per- 
fectly honest 
its easily the 
best of the 
bunch. That's 
not to say the 
others were no 
good though! 

Storyline? Well, not 
much of one to talk about 
really, the usual marine type 
chap forced to go into bat- 
tle because of escaped alien 
meantes Wnd of thing. But 
what of those of you who 
have never seen or played 
Doom, how about if I 
described the whole thing to 
you? How would that be, eh? 
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Alright then. Many of you 
Amigaoids out there mutt cer- 
tainly have been envious of 
your mates with their Atari 
STs at some stage. You see, 
they had the master of all 
dungeon games, the undisput- 
ed king Dungeon Master on a 
paltry half meg at least a year 
before the Amiga's slow 1 
meg version appeared. 

As you might recall, 
Dungeon Master was set in a 
maze with textured walls and 



floors which 
simply 
f I I p p e i 
between screens 
as you moved. Well, 
Doom takes the idea just 
one step further. Instead of 
simply flipping between 
screens,. Doom actually had 
the wall moving backwards as 
you walked on, so you could 
watch the texture wall move 
by. Not only that, whereas in 
D.M. you could only turn at 
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exact right 
angles, and 
every room 
was a rectangle 
of some descrip- 
tion, tn Doom rooms 
could be any shape, and you 
could turn through a full 360 
degrees at any angle you 
liked. 

Now, bearing in mind this 
amazing moving maze, you'd 
have thought the game-play 
wasn't up top much. Wrong 
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sucker. Doom played one hell 
of a game, and had you as a 
marine sent In to clean up an 
escaped alien menace (sur- 
prise, surprise), Blood, and 
gore scored heavily on the 
graphics front, and every 
thing was generally over the 
top. Well, the Amiga's first 
Doom pretenders Gloom and 
Fears weren't bad actually, 
They captured some of the 
great game's features, and 
generally made Amiga owners 
happy. However, Allen Breed 
Is an entirely different kettle 
of fish. This games takes the 
Doom mantle and adds lots of 
bits of gold braiding to make 
it even more special. 

One of the best examples 
of this is in the water. In Alien 
Breed 3D you can go underwa- 
ter, and search for weapons 
and health, etc. This water Is 
physically different to air too, 
because you move slower, and 
the sound effects become 
noticeably more echoey. As 
well as the water, AB3D also 
allows you to duck to proceed 
under low areas, and under 
half open doors. The main 
game Is identical though, 
with a choice of five weapons 
each doing a greater amount 
of damage than the last, 
health constantly diminishing 
from alien attacks, and keys 
to be found for locked 
doors. y- 

To cap it all the game / 
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has sixteen levels of action 
for you to overcome, and as 
you progress the 
aliens get big- 
ger, fatter 
and more 
dead- 
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trols are a 
cinch. If you 
want to use the 
keyboard you 
can, and the 
mouse con- 
trol too is 
excellent. I 
found by far the 
best way to move 
your character around 
though was with a CD32 
control pad, which allowed 
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I the possible keyboard 
nctions on the pad, from 
running and opening doors, 
to selecting weapons and 
ducking. 

So, what else can 1 tell you 
before you lose interest In the 
whole thing and head for the 
verdict box? Well, 9 could 
always tell you about the fact 
that the game allows you to 
remove the high definition 
floors and ceilings, and make 
then either gouraud shaded, 
standard texture mapped, 



solid coloured shaded or sim- 
ply black. Naturally on a stan- 
dard A1200 the game sham- 
bles along a little bit, but 
with solid colour floors It fair 
zips along. Anything else 
then? Alright what about the 
two player link up mode, 
which lets you join together 
two A1200s and play a two 
player death match between 
yourselves? What else do 
want to know? How about 
what I think? Why not head 
to the verdict box then fools! 
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So, what is it tike then? Hmmm, It's 
actually bloody good. It is the best of 
the Doom clones on the Amiga A 1200 
by far, and Is far more like Doom 
than any of the others. Of course, 
that could be held against it as a lack 
of originality but with the added 
extras of both ducking and underwa- 
ter sections it is an unfounded claim. 

It's not all good though, unlike 
Gloom the window area cannot be 
resized and the resolution cannot be 
changed to help with speed. The only 
option you have on this front Is to 
lower the resolution of the floors and 
ceilings, which does help speed up 
the game a great deal. Generally the 
graphics are fine, although really 
they are of too low a resolution for 
my liking, I found myself being shot 
by a small group of pixels In the dis- 
tance and was forced to move for- 
wards taking more hits until I could 
actually see what has hitting me, 
before selecting the appropriate 
weapon and firing back. 

The game Is certainly challenging 
enough for even the most talented 
games players, and as yet I have been 
playing for several days and haven't 
beaten level four yet. Secret areas 
abound on the first few levels, and by 
level four I had already amassed all 
the weapons that the game had to] 
offer, Perhaps a more gentle learning] 
curve would have been better? 

In any case, the game is excellent. 
Although I might have minor gript 
about the graphics there Is no doubting that" 
the gameplay Is superb. The atmosphere generated by the 
combination of graphics and the excellent sound effects ii 
quite terrifying, and you find yourself wary of travelling dowr 
the corridors In case you come across one of the monsters. 

And what monsters! Certainly some of the designs are basf 
on doom, including the giant fireball-throwing eyes, but tht 
hounds of hell that attack you on early levels are original tc 
say the least. As I explained I have yet to see beyond the earl) 
stages, but I'm sure bigger and better creatures await the 
force of my rocket launcher In the chops! 

1 really have nothing left to say on the game except this. If 
you have an A1200 or A4000, and have yet to buy a Doom- 
clone because you thought this would be the best, you were 
right. Co and get it now! Should you be lucky enough to hav< 
a friend who also owns an A 1200 then you are in like flint 
mate, with some of the best two- player blasting I've ever seen, 
just think on this though, if you have already bought a Door 
clone then this really isn't that different to warrant another 
purchase, and If you're waiting for the best, then I have a feel- 
ing the Improved Gloom Deluxe might give Allen Breed 3D 
proper run for its money. Time wilt tell.... 



A CDJ2 version should be In the shops, 
about now. And it's exactly the same! 

Nop*, this is AGA only. You'd better get a 
new machine. 





Gloom was great! Will this be any 
better? I reckon sol 



mm 



Gloom Deluxe is the next 
addition to the Gloom 
stables. This is the 
game that we reviewed In the 
first ever Maverick edition of 
The One Amiga. What did It 
score, an amazing 90%* So 
will the deluxe version offer 
us anything new and what 
will it be like. Well first of all 
for those of you who don't 
know what the original is like, 
here's a bit of what we had to 
lay about It, "My first impres- 
sions of Gloom weren't very 



goad as the cynic In me 
thought that the Amiga just 
couldn't pull of this style of 
game. The play window is ini- 
tially small but by messing 
with the options it is possible 
to make the window much 
larger. Other options allow 
resolution changes etc. which 
can be customised until the 
game runs at the desired 
speed /smoothness. 
The emphasis of the 
game is on action, 
and there Is plenty 
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of it. |ust when 
you thought 

things had qui- 
etened down you'll 
stumble on a switch 
which will unleash a horde of 
psycho skinheads or rampag- 
ing robots, all of which want 
your spleen for their tea. 
The only disappointing thing I 
can think of is that there is a 
distinct lack of weapons. Only 
one gun can be carried at 
a time and this can be 
powered up by 
picking up certain 



icons. The guns get quite 
beefy but the ability to carry 
a massive arsenal and swap 
between shotguns, bazookas, 
et al is sadly missing. Also the 
ammo supply is infinite and 
so accuracy isn't important. 
There could have been tense 
moments late on In the game 
when fighting bard monsters 
with little ammo but no. 
Anyone expecting Doom has 
another thing coining - 
this is a completely 
different game 
and has many 
original touches 
and the only 
similarities 
between the 
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two are the presentation, the 
level of extreme violence and 
the fact that they are both 
bloody brilliant. Buy it now 
and get ready to wade knee 
deep In guts and entrails, "At 
you can see we are pretty 
keen on this game, and right- 



ly to. Gloom 
Deluxe promis- 
es much of the 
same just 

improved a bit. 
So what are all these 
new bits and pieces that make 
this game Gloom Deluxe and 
not Just Gloom? Firstly and 
probably most importantly 
there are three new stages 
with all new graphics? ooo er! 
There is the Spacehulk Z level. 
The Aztec level and the 
Egyptian level. As well as a 
this there are a few extra 
technical bits and pieces that 
all help make It a better 
game. I'll bore you with some 
details. To start with there Is 
a new and Improved graphics 
engine which supports "1*1, 
1*2, 2*1, 2*2 and 4*4 pixel res- 
olutions and is ECS, AGA, GFX 
board and i Classes compati- 



ble". Well what the first part 
of this means is that you have 
even more options to use In 
order to make the game run 
as smoothly as possible with 
as bigger screen size as possi- 
ble. By turning the resolution 
down you will find that you 
can get a very smooth game 
with the screen on full size. 
Obviously the graphics will 
suffer a bit but it certainly 
Isn't unplayable. As for all the 



rest it's all flash gear that 
most of us don't own? Dn top 
of this It Is possible to play 
this version on a workbench 
screen so you can "multitask", 
lucky you! There is also 
improved modem support so 
you have even more modem 
options to play distant friends 
and relatives. Will it all be 
worth £29.99? Well read our 
review in the next Issue 
(maybe?) and you shall see! 




REVIEW 




t has to be said that 
recently we have seen a 
fairly good crop of new 
Amiga garnet and the promise 
of some excellent future 
releases. As far as I'm con- 
cerned this is excellent news, 
How can anyone say that the 
Amiga is on it's way out with 
games as good as flight of 
The Amazon Queen, Coala, 
Super Tennis Champs, Alien 
Breed 3D, Exile, Dungeon 
Master 2 and Citadel to name 
hut a few. Now there Is 
Worms! I really thought that 
things just couldn't get much 
better and now they have. I'll 
say this right now, this is a 
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-^nVrms has to be 

the most entertainment 

I've ever had on an Amiga. And I really 

mean it! Read on and find out why! 



definite game for your 
Christmas list! 

What is worms? Well believe 
it Or not this game is about a 
bunch of very psychotic 
worms who are armed to the 
teeth and Intent on blowing 
the hell out of the worms on 
the opposing teams. Well why 
not? The game combines 
some of the finest points of 
some of the finest games and 
putting them all together 
results in an instant classic. 

LEMMINGS? 

The first thing a lot of people 
said when they saw the game 
was " It's like Lemmings-,,", 




Well Not really. It does have 
similar traits. You have sever- 
al small creatures and you 
have several things you can 
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make them do to achieve 
their goal. There Is also a 
great deal of strategy 
involved. However the goal of 
our little creatures is not lim- 
ply to reach the next room 
but to blow the bell out of 
the opposition. Though there 
are similarities Team 17 cer- 
tainly shouldn't worry about 
getting sued by Mr Lemmings 
(DMA Design), 

-^ TANKS? 

^^ Remember It? 
^^ Well there are 
also some 

striking simi- 
larities here. 
Again they 
work very 
well In this 
incarnation. 
Our little 
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worms may not be in tanks 
but they have bazookas, 
grenades, cluster bombs and 
guided missiles with which to 
totally destroy the opposition. 
This often involves aiming 
carefully and making use of 
the adjustable power whilst 
taking Into account the wind 
strength and direction before 
sending our explosive missiles 
along the right trajectory to 
explode in the face of the 
enemy! 

4 BILLION LEVELS? 

Yes? You are not mistaken, 
this game has over four bil- 
lion levels. It seems that it / 
is possible for the com put- / 
er to randomly generate 
the scenes for your shoot 
out. There are ten types of \ 
scene, some admittedly you \ 
need 2 meg of chip RAM on 
board your Amiga. The scenes 
that these three billion levels 
are in include the slippery 
Arctic, hell, a forest with 
loads of woodland, Mars as In 
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/ the 

plan- 
et and 
not the 
chocolate bar, 
a desert, candy land where 
you are more likely to come 



across mars bars. There's also 
an alien landscape, a tropical 
jungle, a scrap yard, and a 
beach. This makes for some 
serious entertainment where 
you never know what sort of 
level you'll be fighting on. If 
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which is where the real enter- 
tainment lies. However on 
returning to playing the com- 
puter I realised that the only 
thing that had been boring 
was the fact that I had been 
losing far to often. Now with 
a bit of practice I was actually 
winning! 
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you have the \ 
right gear then \ 
you can even ere- \ 
ate your own levels! V. 

16 PLAYERS? * 

Yup! You can even have up 
to sixteen of you playing if 
you've got all the right 
tackle. When we first 
started playing 
we thought that 
the one player 
against the com- 
puter made was a 
bit boring so we 
started playing 
each other 
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So how do you kill each 
other? The idea is easy. 
You take it in turns to 
/ have a shot at each 
other. There is a time 
limit that meant you have 
to da what ever It is that 
you want to do rather 
rapidly. There are a whole 
selection of things that you 
can do, I'll go through a 
whole selection, there's /our 
standard bazooka, a homing 



missile, cluster bombs, 
banana bombs, grenades, a 
shotgun an uzl, a minigun, a 
fire punch, a dragon ball, 
dynamite, landmines, a sui- 
cide sheep, an air strike, a 
tcleport, a blowtorch, a drill, 
a bungee, a ninja rope, gird- 
ers, a skipping rope and a 
couple of other things. 
Blimey! There's some seriously 
destructive stuff here and a 
some stuff to do tactical stuff. 
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Publisher .; Oceon 
Developer : Tcom 1 7 



£19.99 ObiNow 



Hard Disk Installable 



Mouse and Joystick 
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I THE VERDICT 

This is a game that you 
simply have to stick on 
your Christmas list. It is so 
damned good that you sim- 
ply can't do any better. 
Even as I write this review 
I'm playing the game, I 
simply can't leave it alone. 
It is an instant classicf The 
graphics aren't totally 
amazing, they are however 
pretty good. The sound is 
brilliant but there isn't an 
awful lot of it, especially 
on the A500. but despite 
all this it is one of the most 
playable games that has 
ever crossed my desk. This 
is a game that I will con- 
stantly go back to even 
though I get new games 
every month. The tactical 
side of the game will keep 
| you going. Just when you 
think you have the upper 
hand someone will deliver 
an air strike that knocks 
you of the screen or into 
the water at the bottom of 
the screen. This is one way of 
dying. You can tunnel below people and plant 
dynamite, you can carefully aim cluster bombs 
into hollows where the enemy are hiding, and 
you can shoot people in the face with a 

I bazooka, this is a destructive game that gives 
you the satisfaction of blowing worms away 
I and the satisfaction of planning an assault. 1 
| simply can't express just how good this game 
is. I can try but there Is simply no way that I'll 
a succeed. Worms probably sounds very simple, 
I however there is actually quite a lot to it. The 
idea is simple and the way it plays are simple. 
It is easy to control and it needs to be as the 
time limit will keep you on your toes to say the 
least. 
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fhii ASOO version aho loads on the A 1 200 

with Improved ACA graphics, 

A CD32 specific version is In the pipeline, 
and ihuuld be out in the next few weeks. 
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Black Magic and 
Guildhall Leisure 
Services Ltd are 
about to bring 
you another great 
game, it's called 
Extreme Racing 
and we've got a 
preview copy. 



o 



ver the last couple of 
years there has been an 
explosion in the 



growth of extreme sports and 
the lifestyle that surrounds 
them. The Idea of taking risks 
and escaping from the risk 
free environment of our ever 
so mundane lives seems to 
have really Inspired people 
into throwing themselves off 
buildings, mountain tops and 
planes with parachutes and all 
sort* of Other extreme life 
threatening pursuits. Extreme 
racing on the other hand isn't 
all that extreme, what I was 
looking for was some kind of 
real extreme sport, well I sup- 
pose that motor racing is fair- 



ly dangerous and this Is 
another game that gives the 
arm chair enthusiast a chance 
to head round a track at high 
speed without doing yourself 
ail injury. That's as long as 
you don't get Over excited and 
fall off your chair, this game 
looks like It really could be 
something quite special. The 
game itself that we 
got our hands on 
only had three 
tracks and 
they were, as 
you can see 
from the 
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grabs, rather similar. What it 
was all about was demonstrat- 
ing what the payability will 
be like, I was shocked to see 
the least! After an initial 
shock I soon got to grips with 
the way the car handled. Since 
then I've spent ages playing it 
and slowly improving my per- 
formance. It really is pretty 
good and I've yet to 
experience any of 
the options that 
there are. It is 
rather remi- 
niscent of 
Mode 7 on 
the super 
Nintendo 
'which is a 
style of graph- 
ics that can be 
found in such 
games as Mario 
Carts, a stunningly good 
game that most of us here at 
Maverick Magazines absolute- 
ly love! The car that you 
choose handles like a dream. 
It slides wonderfully round 
corners and you will soon find 
yourself In a position where 
you are slipping and sliding 
round the course with the 
consummate ease of C I lies 
Viileneuve. There are however 
plenty of hazards to look out 
for. Vou will find that there 
are speed up arrows on the 
course and these will give you 
some serious acceleration. If 
you are not well prepared for 
them you will end up shooting 
of the side of the track jump- 



ing over the kerbs and crash- 
ing heavily into the tyre barri- 
er! This was the case for me 
for some time, I think I've had 
a close up view of every tyre 
barrier on the three tracks 
that we were provided with. 
The speed up arrows are how- 
ever at the moment the only 
way to stand a chance of 
keeping up with the opposi- 
tion who are simply outra- 
geously quick! Normal top 
speed is just not enough to 
really keep up. By using these 
speed up arrows you will be 
able to get boosts of speed 
where you wtll be propelled 
along the track at lightening 
speeds. There are other haz- 
ards to look out for that real- 
ly don't have the same useful 
aspects. These include oil 
slicks and rough parts of the 
track, If you are shooting 
around the track you will find 
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that you may have a few 
problems if you happen to 
chance upon the odd otl slick. 
They are fine if you are going 
In a straight line but you 
will ffnd that If you 
are sliding alo 
sideways trying 
to go round 
the corner 
then you will 
totally loose 
it on hitting 
one of these 
patches. The 
areas of rough 
ground slow 
you down and 
this game It seems 
that the slightest drop in 
average speed will have disas- 
trous results to your finishing 
position. There is a racing line 
for each corner that will allow 




you to miss just about all the 
hazards but I don't think it'll 
be all that easy to sort out 
what it is and get good 
enough to follow it. 
There is another 
i a r rl that I 
found on one 
of the tracks, 
exploding 
barrels! 
These are 
something 
that you 
should seri- 
ously consider 
voiding as if 
you hit them you 
will find that your 
car will simply explode? 
This is as you can probably 
Imagine not conducive to fin- 
ishing a race well! The haz- 
ards In the tracks that I 



played did not however end 
here. There is the cross over. 
It Is quite easy to be shunted 
of course by a car that Is 
going through the cross over 
at a ninety degree angle to 
you! You will sometimes see 
them flying overhead as they 
jump you, This is another haz- 
ard to look out for. Yellow 
strips on the track that act as 
jumps, you will find them sit- 
uated at awkward positions 
where you are trying to battle 
It out with another car round 
a corner for instance, and 
then suddenly you have hit 
one of these yellow strips and 
you are heading towards the 
tyre barriers at enormous 
speed? That kind of does in 
any chances you have! The 
other problem is the fact that 
the other competitors are 



quite ready to ram you at any 
opportunity they have, Infact 
the more I think about this 
the more I understand why 
it's called extreme racing. 
there's a lot of this game that 
we haven't yet seen but If It's 
anything as good as what we 
have seen then we will he 
looking at an excellent game. 
This looks like St Is going to 
be a very challenging driving 
game for all Amiga users and 
that's OK by me, as far as I'm 
concerned you can't get 
enough driving and racing 
games, though I have to 
admit that what I'm really 
looking forward to is Pole 
Position Fl Team Manager 
from Aicon, this Is one release 
that I've been looking for- 
ward to for a long long time. 
So are there any bad points in 
the preview copy that might 
need fine tuning? No not real- 
ly, and It's rare that you can 
say that about any preview 
game let alone one that is 
obviously as rough and unfin- 
ished as the one we received. 
With all previews you have to 
remember that the game we 
are looking at is often a long 
way from being the finished 
product, often a lot of 
changes are made to improve 
the finished product, often 
beyond recognition. This is a 
game that when polished is 
potentially a classic game. 
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What sort of options are 
there yet to be teen? Well it 
will be possible for up to 
eight players to race against 
each other, four on a machine 
with a serial link up or 
modem link. There will be 
eight different cars to choose 
from including a police car, a 
Ferrari and a VW Beetle. 
There are going to be loads of 
different tracks Including a 
water world, a radioactive 
world and normal roads and 
there will be a battle mode 
where you simply kill each 
other! This really has got the 
makings of a first class game! 
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It scored a superb 87% and it represents a real challenge, and here's where we 
come in, Fancy knowing your way round before you get to the next level? Well 
these maps ought to help you out then! We could, of course, point out where 
everything is, but surely that would make it too easy, wouldn't it? 
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ALADDIN 



Publisher : Virgin 
Issue Reviewed : November 9 A 
Am a ling graphics In this plat- 
form conversion from the Disney 
rnevlt, Shorter than so mi;, but 
longer than your average magic 
carpet rld«j Aladdin takes the 
Amiga by the scruff of the neck 
and bellow* 'A Whole New 
World' in Its face. 



r A.B. TOWER 
ASSAULT 

Publisher : Team 1 7 
Issue Reviewed ; January 199S 
Team 17 Is back on familiar ter- 
ritory with this, the sequel to 
the sequel that first established 
th« company as one of Britain's 
leading Amiga developers- It i 
more of the same., hut this time 
with some Towers In It, 
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Publisher : Team 17 
Issue Reviewed : March 1995 
All Terrain Racing Is what you I 
get in this tyre sh redding | 
bumpathon with excitement- 
shaped knobs on. If you fancy I 
sucking a Death Race 2000 | 
meets Spaghetti |unctlori 
flavoured gob-stopper, then ATH 
Is one sweetie you'll savour, 



BANSHEE 



Publisher : Core 

Issue Reviewed : July 19M 

Banshee Is a roller-coaster ride 

to hell. In a buxi-bird called 

Banshee. Test your trigger finger 
and powers of concentration In 
this Tora! Toral-tastlc one or 
two-player flight of fantasy «r... 
blowing things to kingdom 
come, 





CANNON 
FODDER 



Publisher : Virgin 

Issue Reviewed ; Dec 1991 

War. according to those wacky 

Sensible boys, hat never been so 

much fun, and we're Inclined to 
agree, It might look like a simple 

run around and blast everything 
affair, but there's a surprising 
amount of strategy Involved- 

Init. 




THE 
CLUE 



Publisher : Black Legend 
Issue Reviewed : Sept 1994 
Become London's next Mr Big 
without ever leaving your room 
Yes, The Clue Is the proof that 
crime plays! From humble tea- 
leaf ery to bigger blagues wlv' 
shooters n' slags, you've got to 
stay one step ahead of the 
Filth'. 



r CRYSTAL 
DRAGON 

Publisher : Black Legend 
Issue Reviewed : December 1994 

Good Lord, It's a tad expensive, 
but by crikey 'tis the best ever 
HPG in the sacred hoard game 
Style, featuring dragons, er some 
crystal, and the usual gang of 
consonant-heavy characters 
stuck In a tricky situation with 
l an evil wizard. 



r DAWN 
PATROL 

Publisher : Empire 
Issue, Reviewed ; April 199:1 
Action packed, as flight slms go, 
the third Sortie for Rowan's 
Impressive ID engine is the easi- 
est to fly and the most axcadey 
since kOTS. New pilot* should 
start here, but only flight slm 
junkies will wish to own all 
Rowan's games. 
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r BUBBA 
'N' STIX 

Publisher i Core 
Issue Reviewed : January 1994 
More platformular near-perfec- 
tion from Core with this beauti- 
fully programmed game. A bit 
on the brief side, but as original 

as a young white trash meets 
magic piece of wood, meets bad 
blobs in a trkhy-iJtuatlon-type 

l of scenario can be, 
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Fl 



Publisher ; Domark 

Issue Reviewed j February 1994 

From the Frenchmen who 

brought you Vrooml comes the 
official Fl licence. Actually, e'est 
VrDom Deux, encore vlte, but 
Avec le fab two-player mode, Fl 

buffs might think it un peu 

unreallitlque, mals for the 
arcade lover, e'est tres ban! 




f So, it certainly isn't August this month, although it has been 
f for the last two months according to our recommended guide. 
I Instead we offer you the superb autumn month of October, and 
\Jieres your ex editor Lee Brown with a quick guide to all the.,., 




FIFA INT. 
SOCCER 



Publisher: Eke. Am 
Issue Reviewed : October 1994 
UFA'* here a| ld>t and il > great! 
A bit slow mayhe, and rather too 
much dlskular swap foolery., but 
nevertheless, a solid attempt at 
putting realism bark into the 
beautiful game. FIFA Is a lot ally 
different way of stringing the 
i old anion hag. 




ISHAR 3 

Publisher ! Dan 

Issue Reviewed: Sep 1994 

Ishar's bach and this time e'est I 

troll! Wohratax the dragon 11 

created Lord of Jith for being 
bad. More silly nam** and fanci- 
ful plot twists from our Froggy 
chums In this sequel to thej 
sequel avec les knobs enorme, 
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FLINK 



Publisher : Psygnosis 
Issue Reviewed : February 1995 
Crisis cocks its leg on Fairyland I 
At Top Crystals go iwol from the 
four kingdoms. Luckily, that| 
Fllnk it bounces across the level 
playing fields and puts pay to I 
the evil Walnright with some 
spellbinding CDJ2 graphics! At j 
a magical £14.991 



OENESIA 

Publisher ; Team 1 7 
Issue Reviewed : Dec 1993 
Huge society-building thing, sim- 
ilar to The Settlers, but not as | 
easy to get In to straight: away. 
Start off with a tiny tribe, and 

watch your fellas grow into 

something that makes thai 

Roman Empire look like a chain I 

of cheap Plxia Restaurants, 



GUARDIAN 

Publisher : Acid Software 
Issue Reviewed : November 1994 
What s this, an original CD12| 
gam* that's got oodles of paya- 
bility? Vai, Its true M Guardian 111 
the game you've been waiting 
for. You are In space and have 



HEIMDALL 



Publisher i Cora 
Issue Reviewed : Dae 1993 
Helmdall 2 U great. It's got I 
action, adventure and puxilel 
solving with a smattering of I 
humour In all the right places. 
Blood, runes, ores, magic, ate, 
and added lave Interest in the | 
shape of the saucy Ursula. 

L Phwaor" 



r JAMES 
POND 3 

Publisher: Millennium 

Issue Reviewed : June 1994 
The third Pond platformer is 
huge. And fast. In operation 
Starfish Pond weighs in with a 
Connery of a performance to set 
against tils Da It on tn Robocod. 

OH, io there's lets colour, but 
there Is more character and 
k more oameplay. 



JUNGLE 
5TRIKE 

Publisher : Ocean 

Issue Reviewed : December 1994 
Helicopters galore, but not. It 
must be ownad-up to, all that 
much jungle. In this the succes- 
sor to Desert Strike. This It 
Comanche territory, so It may 
come as a surprise to learn that 
we tan recommend It to you 
without reservation, (Doh!) 



K240 



Publisher : Gremlin 
Ifiue Reviewed I May 1994 
Populous with asteroids, that's 
what this Is, Explore space to 
find soma asteroids. Colonise 
'em. Exploit 'ami Zap every alien 
In a race for galactic domina- 
tion, Build fleets, trade things, 
mine stuff, Oh, how we loved It 



CHAOS 

Publisher ; Ocean 

Issue Reviewed : August 1994 
Craiy story, criiy game. The kid 
from the cretaceous age clubs 

through platforms Ilka a T-fiex 

aftar a jet-propelled cow. It's 
parallel paradise, and the only 
game more satlsfylngly violent 
than hitting a bank of (tinging 
L nettles with a big stick. 





RB3® 
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LEMMINGS 

3 

Puhllsher i Psygimsli 
Issue Reviewed : Ian nary 1995 
There' i an old Greenland saying 
that goes, "Once, there was 
Lemmings, then Lemmings 2 and 
now there li All New Lemmings, 
and not, as we previously sus- 
pected, Lemmingt 3. But, hey, 
what's in a name," Bonkers, eh? 



/liberation 

CAPTIVE 2 

Publisher : Mlndscape 
Issue Reviewed : Dec 1991 
An atmospheric RFC with a sexy 
intra! Really shows off the capa 
iiili! lei Of C iirnminliirc % CliiJ tO 
the full and nearly as nice on the 
A 1100, Basically you have to find 
out what's going on in, this big 
city where the robots have 

L gone mad. 



MORTAL 
KOMBAT 2 



Publisher : Acclaim 
Issue Reviewed : January 1995 
More MK, but with a classier 
look to go with the Roman 
numerals. Weird end of bout 
happenings to out- fox Snippy 
the Censor, but basically, hard as 
a pk- baked In Hell's Kitchen and 
about twice as hot! 



ON THE 





BALL 



Publisher : Daze 
Issue Reviewed -, Sep 1994 

The only thing OTB lacks is Brian 

Moore, fresh as a daisy and as 
deep as a devil's bit scabious, 
here's a footy management slm 
to wander through wearing a 
big shirt., to linger in and make a 
fragrant posy for your sweet 
L heart with, 



r OUT TO 
LUNCH 

Publisher :. Mind scape 

Issue Reviewed ; July 1994 

His cupboard Is bare, nnd to 

poor Pierre le Chef is on a tour 

around tome exotic locations to 
re-stock his larder, Out to Lunch 
Is a tasty platform patisserie 
with sprites that take the bis- 
cuit. And that's no word of 
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PGA 
EURO TOUR 

Publisher : Ocean 

Issue Reviewed ; C**c 1994 

The best golf sim fay about 440 

yardt, and bags more fun than 

the real thing, which Is admit- 
tedly, not a very hard thing to 
he. Thanks to Ocean you and 
your friends need never touch 
Woosie's horrid Welch niblick 
l again. Hurrah! 



r PINBALL 
ILLUSIONS 

Publisher : 21st Century 

Issue Reviewed : |anuary 199S 

Fast «nd furious flipper- driven I 

action for lovers of all things 

tilt Hating and tabular. What 

else can you say? t don't want to 

mention the 'Babewatch' table! 
again, This is a family magazine. 
Read any decent books lately 

nyone...? 



PUTTY 
SQUAD 

Publisher : System 3 
Issue Reviewed : August 1994 
Putty Squad knocks several j 
buckets of poo Out of Putty, 
Thrill to 36 levels of squishy blue I 
fun, which Is more Squishy blue ! 
fun than you can have a- 
squeeEin' things In a policeman's | 
trousers. Probably. Long -lasting 
platform fun, 



ROAD KILL 

Publisher ; Acid Software 
Issue Reviewed : January 1995 
'Don't go buzzing around In that I 
car. killing people, you buguer!' 
No, it's not a gritty new ad cam- 
paign from the DOT but a warn 
Ing against Roadkili, the game I 
that puts death hack Into <iri 
ving. Probably not Sponsored by 
. BSM. 



RUFF 'N' 
TUMBLE 

Publisher : Renegade 
Issue Reviewed : August 1994 
Cute but curmudgeonly Ruff ha* 
last his marbles, so that means 
mayhem In platformular mode 
far the likes of me n thee. This 
game Is like Mlchaelangelo's 

best pencil, because it's right at 

the sharp end of the platform 
renaissance, 







v 




f ...games which ought to be in your collection. Funny thing is 
/though, that the text is an awful lot like it used to in The Emap 
I One. And mroe curiously, the write up for PGA Euro Tour was 

X^he same as Cannon Fodder for the past 2 months! Co figure. 




r THE 
SETTLERS 

Publisher : Blue Byl* 
Issue Reviewed ; Dect993 
Your typical gad game, but this 
time with a medieval setting for 
your diminutive charges Si they 
build thlngi. do thing i and keep 
rivals at hay. Try leaving them at 
It all night and see what the lit- 
tle blighters have achieved by 
l the morning. 





Publisher : Gremlin 
Issue Reviewed : February IMS 
Umbered BEU-tlflcatlon from 
Spaghetti Land where running 
away from the fray Is considered 
norm-ale , There are no white 
flags on this baby, though, as 
the crouches Streetflghter-lshly 
In the glfhom and snarls; 'La 
l donna e moblie'. Not half I 



SIMON THE 
SORCEROR 

Publisher ; Adventure Soft 

Issue Reviewed i February 1994 
The Brits at AdvencureSoft take 
on the Yankee might of 

LucasArts and Sierra with this 

humorous graphic Adventure — 
and lose. But only just. The 
interface |uit l*n't as good. The 
punks are tough, but don't let 
that put you Off, 



SKIOMAR 



Publisher ; Acid Software 
Issue Reviewed 1 ; April 1W5 
More Isometric raceware that's a 
bit arse a; a one player-game, 
but a real crowd pleaser when 
two or three are gathered 

together for a Few laps. The 
introduction Of cow* allows us 
to say that in the beef stakes, 
. Skids 2 Is a big fat juicy rump 



SUPER 
STARDUST 

Publisher : Bloodhouse 
Issue Reviewed : December 1094 
iu|ii-r Stardust, then, Or even the 
now-budgetular Stardust are the 
ultimate Asteroids clones. Their 
graphics kiss your eyeball repeat- 
edly and whisper, 'Come with me 
Ejrthlinq. and 1 will show you 

the meaning of pleasure.' 




s.w.o.s. 



Publisher ; Renegade 
Issue Reviewed : January IJrM 
It'* Sens), Brian, but now it's a 
game of two halves? Tact let, 
transfer* and Injuries plus That 
Zambian League In full. Then, 
look Out! Computer teams head- 
ing the ball and keepers with 
let* butter on their gloves. The 
. same, only different t-r. 



r THEME 
PARK 

Publisher ; EA 
Issue Reviewed : -October 1»4 
Alton Towers, Alton Showers 
more like! Euro Disney, e'est 
Eurodismalf How do I know? 
Because I've licked Theme Park 
right down to the ttkh and tast- 
ed Sim heaven. What's more, 
have sniffed the bottom line 
and it smells lovely. 



UFO 



Publisher : MkrnProse 
l*Jue Reviewed : December 1994 
Hello Planet Earth' lay odd- 
looking blokes with frog-spawn 
gut i. 'Eat lead you fiend* from 
another world, you', replies 
Porky Pig. Hot really. $ftr« the 
plan-el, and that takes strategy, 
dosh and whole ice cream 
l scoops of death, 





Publisher : Psygnosis 
Issue Reviewed : October 1994 
OK. whith arte changed the title 
of this game? The top punier of 
'94 was /unked!. now it's X-IT. 
Apparently, the new title Is a 
* lever play On words, Exit — JflfT. 
See? I think the people who 
c mm' up with these things 
L marvellous. 



LIVERPOOL '95 

THE OFFICIAL YEARBOOK OF 
THE 1994-1995 SEASON 






First 500 orders 

receive a limited -edition 

collectors presentation -case 

free of charge! 




m 
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Liverpool Fool ball Club have 
had a superb 1994-'95 season which has 
seen glory return to Anfield in the form ot the 
Coca-Cola Cup. The season also saw The Reds 
fighting for top honours in the Premiership, and 
by virtue of their cup win they are now set for a 
return to top-flight European competition. 

Oxford International Publications is proud lo 
announce the launch of its 1994-95 Liverpool 



Football Club Yearbook, featuring 
over 150 stunning cofour photographs depicting 
the most important and spectacular moments of 
Liverpool Football Club's 1994-'95 season. The 
team's progress through Ihe season is captured 
in month-by-month chapters with concise written 
accounts of the key events and brought to life in 
page after page of vivid imagery. Chapters cover- 
ing Liverpool's star players and a comprehensive 



set of match statistics complete what is the defini- 
tive record of the club's season. 

This large format book is designed, 
printed and hard-bound to the finest 
standards, and will appeal to even the 
most discerning supporter. Published 
annually the yearbook will become a 
highly collectable and lasting record of 
the team's future glories. 



ORDER BY CREDIT CARD ON: 

01865 202770 



E 



BY CHEQUE OR CREDIT CARP FROM: 

Oxford International Publications Ltd, 
16-1 7 Hdiybuih Row, Oxford, OX1 1 JH. 



LIVERPOOL 
1995 

|UttkhHHj 



I would like to order the 
Liverpool '95 Yearbook 

Name 

Address ,,-, : 



j United Kingdom (£1 9.95) 

J Europe (£24.95) 

J Rest of the world [£.29.95) 



Credil tatd number: 



Pos* Code 

Expiry dole: □□/ QO 



□□□□ □[}□□ □□□□ aQQu 



Available from all good bookshops from the end of August 



